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MESSAGE TO PARENTS 


Now. children ages 3 to S have thuir "very own" Nintendo gurrv, me that Is 
entertain;^ rind 'si mp:e for young 1 ngj^rs to manipi dale. while educational and 
atimnlau ig to challenge young minds. i?@rfei?r .'TV ' 1 helps chddran days op f, m l 
In jjtetyne sne shape reoognltJlon, spatial relationships,-hanc^i^B coord nation,, 

nrid ■;«i'irV.ir'ig.Wkllifl S p ,i:YH": I.mil. 


"his i-j.irrvc hus beer: designed under the direction of-child care export^ educa¬ 
tors. jxjkrcnLs, und children at Fisher FnceSs Play iahoia:ary. We feel certain 
your c" ild wi I srafe their enthusiasm. 



"Tls Balls': .-I := yn.i- n;tfiirarG& i -irn ‘-.inh ■ n i: in =. rsv.■;wi;rl:hr-, pioil- 

jet ;i!i:l that II tins mil «x sLara.irdi Inr mull once r woftir^rsliln. r*i- 
tv and I ; '<!*(i 1 '.■! 1 1 . *aluu. . 9 . w-aryt laf iliis whim liuylnq 

g!pn'in:j mill to O'lOmO CCmplotB i;i;i■ i;i 0 liriilii.y w lh y uur 

M>nLcrcc Ehoerinlnmcrv; Eystem. 


illis gfime is licensed by Nintendo® ter play on the 


(Ninlendo) 

Enti-sminmijnT 


h'l'lni-ii >i 1 1 M ii" ■ 'll: hi.-; i iii mi. l-\:!i:ii iiii 'i.kihiif'IA: lin^ii •:!i.ilie: 
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Mutch and T, each puzzle pir :ca into Its {MllttucUft. 

Docs it fit? rs t upside down? Dries it need to be f. ippod left to right? 
Watch the clock! Play vvi'li n friund: ?lay against t r e computer! 

P&ffm . C| i I =■ a perfectly l tting way to team while paying. 
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HOW TO USE THE CONTROLLER 

1 . f 1 playur pluvs alone or against the <;ornputor, on y Coiine-llei ! is ..I 

£■ IT ?. players wg Donating, P\iwir #1 uses Control ter 1 ar’d Pf^r “2 uses 
Controller 2. 


CON TROL PAD 


Pressing the bl«k arrow Jtcy tuilm •; i 

flOfl arVdjTi* Up or down. 


! Or ( ♦ i moves the on-screen $$teo 


■'■■■ Piossing the black arm**- key bvittir; f r J j. r 
# T'ioce up. dawn. teft, or right nto its flip hex or 
match-ar’O-tit aiuo Puzzle pieces can be moved by 
burton nr by holding the button down. 


Jr hr I *+■) i nows the puz- 
into Ls silhouette' in 1fie 
successive presses m n 



SELECT BUTTON 


START BUTTON 


BUTTON B 


^r-sss the biaoK. 
3ELECi BUTTON to 
end one game and 

see ye u i cho fur 


S i-'ijnn: 


; i ess the black 

START BUTTON to 

IJftusc 11 1 l- gunrtc Lit 
cnv time, 


Press the i ed BUTTON R tu 

le'rte IlirriM during tllU I-L'I'IC. 

Press the red BUTTON B to 
restart the game afl;ei I is 


&=■- sec. 


BUTTON A 



Press the red BL I I ON 
•’ to loc* In a selection. 

PipS?: Ir.e r.?.:; BUTTON 

• H . to go from one in¬ 
struct on screen to the 
nent one. 
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SETTING UP THE GAME 


1. Insert the G a in e D uk into your Nintendo r*itei La intrant System. Press ;Je*n 
until yew hear s click, 

P^-S the: FO\V£ H BUT I ON. The reel light next to it will gfl un. 

3* After thp game tills ftnimUlipn is finished, press button on Controller I 
tor trie GAM E FIAY/IN STRLCTtONS screen. ___ 


d. token The selection screen (GAME PLAY or 

INarnuCTIONS; comes on, use l -e liluck?<k)wn/up 

direction arrow key suttoi if. i| f ) {.j ; to move the 
$ Citation arroiV to your choice. 

j. Once ynu huvu selected your apNiin, pi ess iiny 
tnjtlon to udvdncB to the next screen, 


irtni HAY 


HIlrtJCTIa-L 


IIPXE *CUI 'hCLS.a 7 I Ctl 
I'l- vi '*F±H H rr^H > 


6. II the INSTRUCTIONS Option is SBSacted P a 

scries of instruction screens appear. Press tho -ed BUTTON 4 to advance 
these screens, 

7, d GAME PLAY >& ae tooted, the next screen 5 tie pieytr eclectic.- screen. 


* 


a. Se act ONE PLArTR/T*/-'0 PLAYERS. Press BUT 
TUN A ic advance tu the next screen. 


"F^FF 


□. If ONE PLAYER i:-: yctatod. the option ot PI AV 
ALDNE/AGAINST COMPUTER is cdererL 

1! If PLAY ALONE Is chosen, tht fc screen 
advance® to the player s name 1 screen. 


THE- ■ LHYCP Ji 


HMI mYJh AlLnil4H 
p HCV IE-XII ILiTrCH a 


2 ) If AGAINST COMPUTER is chosen, th# 
screen Advances to Pjay-ej ff:l s name 

screen, A computer opponent will he astonaucaliy aetecterl and named 
and wll appear when the f.acio begins. 


b. r the I WO "TAVTRS option = selectee, ir$ plovers use thalr eontroFlers 
spel l out lljoir nnnfrs. 


n 


\ 0 \tA Decide who should go first, the pi#er tfning first would he irl.wjl.oH at 
l-hnyor fi t, 
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HOW TO ENTER YOUR NAME 


3 , Frrjy s the appropriate black arrow key butter on the cchiIfoI pm I in mnue cho 
Cursor! | |) up, down, left, or right to tird a teJTer, 

2. PraHs the reel A BUTTON after each leLter i& selected 

-j- It an inferred tetter is selected, that latter can be e-ssed by nowr 4 \ n e cur 
sc-' tu nEL. Press BUTTON and the lalter wdl Pc deleted. 


-1 When the name & finished, meva 1 cursm r.u r 
continue. 



. P'cii'i BUTTON A to 



LEVELS OF PLAY 


I he LEVEL SELECTION screen appears »xl. Th* 
game has throe levels of play or difficulty. St&T at 
"he e-v: ^hich will provide a success I.., fun qmx? ■ 

U L 

erieo before attempting the elial tuifie of u higjidi- 
level. U&e me black up m dov.'h nrr \y/; Kay button 1c 
sclor.: -.he level. FV<as BUTTON - to continue, i In 


bring? yo in.-: beginning of game play.; I he leve -j 
me follows: 


L-C3IL. EHC 

—■ LX I EL “IH3 

MlMt 1 Ui|i ; 

Hii| iqLpc^noH 

fKr- areas iliteh ■ 


1 . Lcv^l ftni: 

a. 1 Player—A simple rn;ii::li midTH s j jz;-:Ic with 
.no flips. ITiere if; no ti ne imit to solve the 
Three pUEjites, 

b- 2 PIri.c rs —A simple matdvgiii'l fit puEEb with 
r?u Uipa. There Is no lime limit to solve tre 
three puzzles. 












2, LOW I Twfl 

a. 1 FTayeir—A simple maftth-LirKifit puzzle wih 
flips. There is □ time limi; of 6 minutes lo solve 
the three puzzles. The timer starts at G:M and 
counts hac&ViSFds 1c GitiO. Ihe players try to 
i -iipi tjv'-s their sc-1 ■.=; R- ea c:i i time they pis# hy 
using less "i ni * to gel through ihe puuig& 

L'i. 2 Players—A sintple rhatch-and-fil puzzle 
wW? flips. I hero is a time Ini it cr £ minutes tc- solve the three puzzles. I ho 
timer starts at fc :(’XJ on each p aver's li st turn arid oral rues %vhere si eh ofl 

Dll the |VM«1 Iwd “■ irr'iS until i - . lOnr.har; CJ:Q0, I" (ft* :'>!§■]»*r eOl'. , e& 1-0 thrOf: 

puzzles, “he piaryor w ij- iho moat ufnc? lufL is 

the winnow 



■3> Level Three 

a I Flavor—A largo matc-n-and-fit puzzle with 
flips. There is a lino limit of 3 minutes to solve 
the three ouzzlds. The timer si ana al :d:t:0 and 


r.cviritn hadwardfr to- Q:00, The try U> 
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Improve their scores each rime :hey play hy ur-ir.^ In^s time t* get through 
the puzzles. 

PJayiers A Idr'gu ill attend 'it puttie r.Tifi flips Thera is n 1 mo limit of 3 
minutes to solvu Ux* throe puzzles. Tho timer starts at 3:00 on each planar's 
first turn arc continues v.tierit left off on the next two :uma until It readies 
0:00, or the player solves file three puzzles. The player w. i ■' the this I time 
left is the dinner. 












HOW TO PLAY A I - OR 2-PLAYER GAME 


Luvul Onn 


1. Puzzle pieces drop ripwn the thutu one ut a tin - . 

2. Use the- bscL .fir -'ftW uy buttons to nove the 1 puz¬ 
zle piece locates its silboufotta in ths mateharc-lii 


,i r m a . 




£1 


■3. Whan the puzzle pl&ii'e rwv.o ■:-:iup to its silhou¬ 
ette, prase 6L tn?N A in lock ii in. 


4. Ii 1 ’I'm i lit is corrupt. ar ia : 1 1 er pieca drape dawn 1-'* chute Of the decent puzzle 
will end 'lif it is ihc last piece of trie puzzle). 



fi. i In: 1 1 is ini'orract, a buzz wil. sound. Ii y again. 
©. When all puzze places have been pigged, Pluycr 

#l‘s- turn antis. Player H7 neat, fdllowirg 
Steps l-S P 

7, Piters iii'iY proceed at I heir own jpaefi. ■Tin.: 
timer does no* operate cm Level One.J 
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33. Each player lakes a aim nr .'!■ P-.;,■ ,■ I-:S; to =n;.ih 1 <- 
up a compile gmie. 

levels Two and Hiraa 

I. Puzz e places drop down :no shuts, one n r & 

lime, as Lhu l. 


# Q 1 

ii 



I I ■«■ FJ 33 LE ■ 


■© q n 

ii 



3®r'i5 counting. 

2. II \ r e puzzle piece 


appO^ra in a revised mi &n upyidudbwn praiflcfi. 
I he I pLPjitfbn h0crIs to be chnngBd or ’ll pped" 
before it is moved nto the matrh-and lrt area. 

3. To U p a piece, use 


the up ui ilnydi bl®h 
arrow key bution to piece ii nvnr i In- v 11 1 1 (^) .-_:r 

hmizontel I ++■ i nrrv. Fvo BUTTON A to lock it 


in, 71 ic pio"u v/ill flip in Uic direction shown. 

■1. Thea use any or die & black arfflw \i:y txittui is to 

tro pitzzie Sts sistouaUB in the 

matchdM’Ilt cut”!, 























Rl i A 

1 _1 3B 

. 


F" """ 

* 



D. Whan t 1 *? puzzle piece marches up to Us .-;:il.::■ i .j 

DfeM BUTTOft a to lock it in. 


■3 II The- 111 . j* correct, anothor p-jzze piece drops 
ttotyn the chute or L n e currant puzzse will end |il I 
s the last piece of the puzzle;*. 


r. it the fil is incuricut. a buzz wi I sound, fry 
£ &S i h. 


H- When nil puzita pecas have btefi played, Player 1 IVI's turn ends. Pluyur #2 
igees riOK.1, follow; ng Steps 1- 7 .. 


■A Ire clock counts bliclsfcvards and shows hew 
mooh time is oft. T-o clock starts at 6:{io on 
Ld v.t■ Two and at 3:00 on l eve 11 1 ree. 


10. Each 11 Liy mt uikdS L* turn at 3 Puzztes to make 
up 5- compete i^irnc. 


PL'ZZLC ■ I 


* Si;. 


nirvi 1 




i • 


& 


HOW TO PLAV AGAINST THE COMPUTER 


L f u l-pt-ayer game AGAINST I hSL Compute Pi ehn&en, that, player o Pl&yvr 
fF.l arid fc- lows directions tor e-Tlering n &rnu and level. 

2. Player ti takes tne fi/si turn. 

3- WJiftni Pteyar#l proteps BUTTON B to complete a puzzle, ihe computer pfey- 
or's numc appears. 

■1. The computer makes i:s dtftfifri&tfcal y and can mate iristakes and 

use up time. 













SCORING 


1. There- is no Storing m Lew! Ow. 

2 . ft? r fa cl Fit KMrrtE- s-e a-itamaleal y calculated fn i levels T'.vo ur'irj “hruu Ijv 
■ l ie opmputer tp the J ol owing way: 

a. Level Two, 1 Thfr rorirj 'ninfi lime fin sccondsl multiplied by l&ecuals your 
poinl$, 5e, I you haws 30 seconds remain ng, ye j earn: 3u- *: xCkZftio 
I mil i' :;; "jiu remaining lime is 1:10. which is 1 minute & ■ 1 d 10 gocnni lf; 
Ihut is tho same as 70 seconds. So. you earn: 70 x 10=700 Minis. 

b. Level hree: 'he remaining linv* fin yiiconds} i-iu Liplicc by 20 cctills 
yobr polms. it fefc'fe 30 SOoorttijfe .remaining, >eu earn: 30 s 20= 
BOD points, r I■ romuining time is 1:10. which Is 1 nr.-te and 10 sec¬ 
onds. li'-Lit is Hiu same as 70 seconds. So. you earn: 70 a 70=1 4QQ 
points. 

3. fop scorers in ihe I Pla^f and 2‘Pluyur gsumes will be olecec in tho hall of 
Fame.. 


4. IT u ■computer player has a hig~i enough snore. i:. (no. w 
Hal of Fane.. 


in plaufecJ in the 
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WINNING THE GAME 


1. Love Onu Fitting the puzzle pieces into ■= I 3 sllhouenes makes a player a 


2, Levels Tv.'o und Three: 

a. 1-Player Cane — Getting a hiflhor sSwro th an in previa 
makes a player a winner, 


garr 


<>■ 7 Pitayv! GlIRic — Sa ving all the puzzles \r ihe e a i. & mo uni Of time 
makes u pluvcr a winner. 


3, If both players' scores are among I he top 8 
scores during that play ■;on, both pIuye r s 
hffve tft£ii ■ia ,, np:-; and scores c' tered in _ Jie Halt 

of Paiw. 




HllL 11* 

s «■ 

r-ni 

K-fH 

W4 

BETTY 

nn 

’ j mi rr 1 !! 

Eraai 


Mil 


sail 


4I» 


3ICC- 

» " - " 

HP 

"■cat IUMVH 

■ rs l-:-h r ' 


iv 

















4- 5eores remain n the Ha I ol F’eme i luring, oiiu Sj&fisiar o" as^ le play. The 
PftWS i,r - sack of this irst/NCMO booklet miry bo used to keep a ■w:un.1 ol 
nigh SCOfcs, 


S. Afier l.l 10 Ho I of = arre s viewer!. pliers press any button :c continue 


l. r VJh II 3 L L> UH ffi 

F%«P. lMfU^lEkfWT* 

• | 1 f • • "■ • 

-+■ ikPHE IMVUI ■ >*IC LEVEL. 
|ir.j ethc . 


IIEil PLIIEHI. IIIM LIVt.i 

iir>.i v.*hc . 


HIKE V 3 LI 1 IB-EEURl 
T«KH IMiS-J. 3 


6. L1 1iiyi:r 3 then cun choose to p?ay again v/i 1r l he 
e.Fjn-^- pkiyers at the same level «::-r new players Lit 
u d rerun-, level. Ether pteiyfi/ i;j=r 11 i: i■ ■ ■■■ up or 
down e 'row Key button tri inoke that choice. 1 /ier 
press any huiiq«i 10 loch t in, 


r. r ril;?yO;.:; dp "Ot wish to pl<=V njjai/-. 1 j.iTi (iff the POWER 
Nintendo Entertainment System ami remove the Game f'ak. 



nil the 
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5 A F FT Y P R F C A UTIONS 


.1, T-i:., high-precision Game Pah contains complex electron c circuitry. Avoid 
temperature extremes when storing 'it or ur'VBcaasa.h' sne-zk when moving it. 


2. terminal connecters s^oelil not touched <>i ullcwfrd to get weV t?r dii ly 

rhifi can damejife- uie game. 


3, NaveT attempt to open or take- aps^ the Game Pak. 

4. Do not csean the Game Pak with c&iiil thinner,. benzene. alcohol, or any such 
Spiventa 


5. Be certain the: the Control Deck PGiVIfP lUTTDN if, turned uft when inseil 
mg or ■'£*mcv\hg die Game Pak c^-cridftfv 











COMPLIANCE WITH FCC REGULATIONS 

This ix|i. yiniinl gcr crafts ii - l i.sbs "a'Jio Treqiiency CsiWfiy ui rJ if na iiaiollstl !in:i iisud 
pi’Oparhf, hiul is., in :=1rir;l Wit « l"I£■ nia’jul^Ct'.iref'a iiiSIru-Jl Jhii. iti; j- usuSu 

hilar tergffc* id iu£\a raid (cicw.-sign roocphon 

I" hafi been tyjL- luiitfrd :and fD,in1 ft comply with "he Units ftr 3 Clast 3 COi i|.».M.ii |4 
(ievi&fi in acCD“'ClfliiL v J with Ihe spedfic.ilinn^ ~i SUbpgn J Ol Pert IS C«l FCC ‘•'.'ICS, which 
rTi-'O cosipjTGd ft FJidviJu i !:li!;i:- ! i;-j:iIi:- pr nine lion :inri in: n.\r.h mtr-rlor-siv^ In & -DEidfinlJa! 
ir-5ltillft".lci However ’.1‘idrii- ifc ID £jiujr:nT.ix: Mini inlerftroncr- will ngl; secur n F pEJfLctk 
l. _ i r Installation. If ‘.I S etiaip rent Jb^S- <j;-j.i: i^: 'itarferarcc In n>:lio nr ftlnv-s-nn rev-option 
w.iirlr can &9 determined L«y L»jniirii> I ml- uquipniLvil off .ml ::n, thn usnr is orcocr^ggcl "C* 
My ft QQmzi Ihe tlfflrl^mnpe by C-1D C- rOie Uf the fullmirtg. rnEii^-.irns: 
b Scmr- 11 ; fto r&cflMng eeitanna 
p ft§lcoqki jlh'D ME5 with rflEpeK id the reoalvsr 
p the: f'jks ri>.v;i P - 1 rCi r tic receiver 

■ P'.IIJ. thr: MS into D dirfarent dlltfet SC- :hat £EiiipjLHi tnu -OL-Hsvnr ;i*<: m i: ffnjcn: r.lr 

II rc:n:.'. 1 i r- usuer Shotd COPSult "l'.-S dealer -Ji u'i j j | >. 11 ■: fix cud r:nd >:i.-":i - : v i 1 ; 11 :> _ i tDChn - 

::i::n ftr n :lilil:nr.ril stiftfteE lie-!■= lie user may f : id int* la 11 • jw i i ^ Lcmklu’. arapnrrd hy Ihc 
Fsxlml <ipmnujnlc3tlcn& Gommissksn icIpV: " lew La Id-sni ify and Rcmlm Rndin-Tv 
lnk:r fnrrjnm F oblnms." ’ ■<i■=. soGfrlat is available from iLil- U.5. U::v-ji rrnanl, Prinl ip; 
□f J i::i:. WnsnlnglM OiC. 20d02, 310Oh No. OtfKOO-003454. 


LIMITED WARRANTY 


CerxsTnh Inn. wpirnrts to tn'n ulgnal ccn-y-ninr pi.rnhascr iy tils GaftoTuk M n Iend.i Ga iie sih i."C^tiil- 
Pd'O |l <m "he me' ii on *1 ich "his computer ?'Ircr^i’nn - Is rgr.oftnrl s. Ir-nis Iron •■k:lr ill r. in unldHaln ;imJ 

rtwh-iiai-sl-ip-ro* a aftnod W nnaly l90| days friim. LhP dale pJ'Chsse. TTi& Cerw r*ek's& acic “8? is " 

•aII mill nxnrc-M rr ln*p »:<l warrnnLy ol i-r r hJrd, m:\ ciu hi u I a is rial hunks J ai ary lusaes li w‘ iiDijOs l»I 
:-i .y kinc rn&Lillirn Ir-riffl .isi; ol H is Con>C Pal:, EnirpT^k agrees- Ifi « pci'lnc nt rlrixy ;uOi da>i; li: !!ih>::i 
I4!|;aii :ii r u\A i:•:t:. at iL=- apbon. frflfi Of Clfli^, 1 y Gai»'*-“ ^eh, \sl £■ I >\Y- pDill. r . 1 ih'OOf Ol 0 J :"ir 
chasD. at ll-tfjboipflrsilfi Qfllrns: N£ 191 £t.. No. Minin lie-:i:i .. I L 321B& 

This rtflrraiLy is no* applissoiB ucu ro-Pial y^#hc cj'kI les^. “nici. wapin^ shell nat be nppiinahin am: gKp 
be oo d il llie defect ir Use Gflire Iiati aiiHer- UvtHJgh al:r v i - •: • j:-jiil-1 . 0 . uku ii iitf&aih'Ddl Of 

rr^. r-:t “H H I Y IS IP, I.II.LI Ok ALL -:r HfcH WAkHANritS ANb KO tl 11 lk. : i REFttk££NfAllON£ 

CLAJM5 OP .‘•■'■JY IWUEF SHALL BF BINDING ON CH OBJ GATE CAMliFEK WVJY IH 3 IIFD WAPPAMIFK. 
.-^FUC.yQLC TO THIS GAME FAK, vVAHRAJ-.nCS- OF MEHCI I.Wr^UILITV AND FITNCSS FOR A, 

PAFiIiLlUlPUSPOSr:. /.HE JMI1EI3 INI NINbTV |EID| D/.Y rl filGO IJLOiCldRLD -Mi*JVL. Ik. NU LvLN 

WILL dWETEI': GE -JABUE FOR *'h v SPECIAL, IRCIDE^L OR OONSfQUEhiTIAL. n-r/AOPS REr=',smr t Q 
- RDM- AQSSESSON. USE OR MALFUNCTION Of ’*<■£ &ME RVK. 


■5cm sietee cto not ai^r« irMtoos a? to lir^ed ^a-ranty lijM and/or or |imi 

.at-j'i'j uf iiiukjL'istal ui DdsiBifui ■rriliL-l •Jiisrsriy.a.. He IFb ah five liirilHlierb ure/e' wjfjswnS I i tf L i 111 v 
may rix apply t<i ym. Tlrs v.'.'i rnnly gvnr« >tD spodf c r.gjhtn, ::rd yan mr.y i:>ri ia h>:- eikcr nrlil r, '.vifch 
vary lioiv eiew to :i idL c-. 











LOOK FOR THESE OTHER EXCITING 
KIDS’, TEENS’, AND FAMILY GAMES 
FROM GAMETEK! 

I CAN REMEMBER™ 

Ills assoiliirig and involving program gives pre- 
Fii'Jni-sirri-.: and orimary-grade children an enter 
turning introduction to hllmenrJn game ofey. ^ 
they play. kids are airenglhnr:ini-; ihui- memory 
skills, reinforcing ni.iipfcit?i recognition,, and dewF 
opifig eyuh.vd tcOrdmation. he multiple skill 
h :vs> 5 offer 1 ongoing challenges as kid a gm-v and 
develop. 


■■‘ci-IP-ria 1 i i..v. UL^DfFJI" 4 . ij r u,i r j DauftT- « i*l i ?vtfv- Ihiv^v-u wa --I*-. .^rj >.;■ l ^yT'i'l+i^ •/ »lil c -VKi. n mkc- 1* 
irt Oj *: IV4j C'.fi-c-. 1 1=T- vli fiiJVfel i i.wPi -u u -iwtfVfri 
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ALL ht#: juhisxt EDmoH 



ld_: a 


MIM2 7RWIF! 



WHEEL OF FORTUNE® JUNIOR EDITION 


Win 1 all tfte 


excite-pf^fti nf the wltofrl g-ine £tnw ori TV, kids to teens 


h;ivc> gruot fun £ pinning Tor consonants, buying vowels, 
und solving puzzles...while trying to avoid going bankrupt! 


JEOPARD YI® JUNIOR EDITION 


This exciting, fun-filled version ol the 
popular I V shew lias questions anil 


m jj;w‘ 1. hni'- * Mir im 


answers i v, rI kids o Leono are outfi- 


01 j«. about, with i.-unpotition against 
h fends or grii -■ -i 1 -he com puter. 


DOUBLE DARE^ 


Kids to icen& 


leist trier mines on subjects from 
rock :c- rocks, anc test dm r skill und 
reflexes or, the? Physical Challenges 
ami the fuinous Doub 0 Dare Obstacle Cau a 



M«-wiM3rc>xiirs 

ftfjnti-'ttmQ.in 


COUlfe 


Dare is Double Action, Double Challenge a - id Double 
Double Fin! 


'A-tt. m HtniuE' rmi* cpn:m tT j^irn_:i kr-.w. uM-:kr ijip:-- *i tmi =.1 ■« 

i =•>.*::'! _ «■ Ve'.' “j I* i Crxiciua ■'-•:■ 11 iV*« ri. - □> : y* r -j«j ■ .; ■ - 0$ i * I p>lj i 

L»: &Jr=i PH^CJd -r I v. -.1 He* ■' *«* .0 I> IK 1,0* I: Mrttf-VH -%h* M DejUm ft -r d 

•1 iifi - ■■ .w.i : 1 . 1 - . J !.n Wr HPrf'- •. I *.'■ *n •< Uni UtTiinl. Iv 
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WHEEL Of FORTUNE® FAMILY EDITION — Everybccy'E 
Favorite TV £arha show has an alf-iicsv acihon. spin Che 
Hvhsrcl. guess the letiers, anc waich Hie preny Ims"-.:-;* 
reveal the wo/ds. Houra of family fun! 

JEOPARDY!® 251 h ANNIVERSARY 
EDITLON — He- the- first Ip pregg The 
iiiuzur and jjuu^s Liu^ "nuostions" :c 


almost 2-COO "answers* as you cele¬ 
brate the Silver Anniversary of the 
2nd highest fated game -mew on 
CSreat Inn and a great Cha IdigOl 


'v. 


HOLLVWOOU SOUARI:S T * li 


tdc too with tv-ist! Set your ■< s and 

ther the 

' celdhr tias“ are giving correct answers or making “he n 
up.-.tau: no: before you enjoy their iih- 1 .• <:k I i n g ail libs. 


fc.:i sill KM 


.M'miW JSH -‘It, KUBttit 1C art bMid :i I- j 
:i Uv 1 1 Ci - r: it - i‘r11:. i ■ : tv 


iKff -h 

I *n I V. L a 1 _ 'J J- ■- K 


rx 


v. 1 '. -I lh( 


■■ 


?3'NA IMHC.H.v 


DATE 

MY 

OPPONENT'S 

PiAY 

NAME 

SCOPE 

NAME 

SCOflE 

LEVEL 
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DATE 

MY 

- 

OPPONENTS 

PLAY 

LEVEL 

NAME_ 

SCOPE 

NAME SCORE 






































DATE 

MY 

OPPONENT'S 

PLAY 

LEVEL 

NAME 

SCOPE NAME 

SCORE 






































27 


Plcc* 













































































